 [STROHM 1990, analyzed projects N=74] 
Summary
The more effort at the beginning, the less cost at the end.
Requirements analysis is a social process, so methods of work and organizational design are absolutely necessary.
User participation in the context of iterative-cyclic software development leads to optimal results.
The iterative-cyclic process model can be described as a collection of meshed optimization cycles. 
Usability Methods
Usability inspection is the name of a set of highly costeffective methods for finding usability problems and improving the usability of a user interface design by inspection.
Topics to be covered include...
• Definition of usability inspection,
• the heuristic evaluation method,
• other inspection methods.
• Relation between usability inspection methods and user testing.
• Severity of usability problems found by usability inspection.
• Cost-benefit chrarcteristics of usability inspection methods.
• Positioning inspection in the usability engineering lifecycle.
Evaluation
Assessing the usability of an existing design
• finding usability problems (to fix them)
• formative evaluation: improve interface, find good/bad parts • simple and natural dialog:
Dialogs should not contain information which is irrelevant or rarely needed.
Every extra unit of information in a dialog competes with the relevant units of information and disminishes their relevative visibility. All information should appear in a natural and logical order.
• speak the user's language:
The dialog should be expressed clearly in words, phrases and concepts familiar to the user, rather than in system-oriented terms.
• minimize the user's memory load:
The user should not have to remember information from one part of the dialog to another. Instructions for use of the system should be visible or easily retrievable whenever appropriate.
• consistency:
Users should not have to wonder whether different words, situations, or actions mean the same thing.
• feedback:
The system should always keep users informed about what is going on, through appropriate feedback within reasonable time.
Heuristic Evaluation (2):
(see [Molich and Nielsen 1990, Nielsen 1993]) • clearly marked exits:
Users often choose system functions by mistake and will need a clearly marked 'emergency exit' to leave the unwanted state without having to go through an extended dialog.
• shortcuts:
Accelerators-unseen by the novice user-may often speed up the interaction for the expert user such that the system can cater to both inexperienced and experienced users.
• good error messages:
Error messages should be expressed in plain language (no codes), precisely indicate the problem, and constructively suggest a solution.
• prevent errors:
Even better than good error messages is a careful design which prevents a problem from occurring in the first place.
• help and documentation:
Even though it is better if the system can be used without documentation, it may be necessary to provide help and documentation. Any such information should be easy to search, focused on the user's task, list concrete steps to be carried out, and not be too large. • are there any unneccessary steps?
Inspection/Evaluation methods and
• has the dialog structure a task oriented design?
• is the design rational/concept appropriate for the target group?
• are the error messages… really helpful? 
